KALABRIASZ
"talon")i but in such a manner that it can be identified.
The talon is face down.
The turn to deal alternates in subsequent hands.
To establish one's best suit as trump. To score points for         4
certain combinations which have counting value, usually    Objects of
referred to as "melds." To score points by taking certain    the Game
counting cards in tricks.
a.  Nondealer has first say. He may accept the suit of          5
turned-up card as trump for the deal or he may pass. If   Making the
he accepts, that suit becomes trump and play follows.           Trump
If he refuses it, he says, "Pass/' Then it is dealer's
turn. If dealer accepts the turned-up card as trump, play
follows. If he also passes, both players get a second oppor-
tunity to establish trump.
b.  Nondealer has first turn again. He may name any
other suit as trump. If he does so, play follows. If he passes
again, the turn again goes to dealer. If dealer names the
trump, play follows. If he also passes, the hands are thrown
in for a new deal.
c.  Instead of committing himself on the trump suit or
passing,  a  player  may  say,   "Schmeiss"   (pronounced
skmice). This is an offer to throw in the hands and have a
new deal. If opponent agrees, the hands are thrown in,
and there is a new deal. But if opponent refuses, the player
who made the offer of schmeiss becomes the bidder for the
play.
If the declaration was made in the first round (see a
above), the suit of the turned-up card is trump. If it was
made in the second round (see b above), the bidder must
name the trump.
When the trump is established, dealer serves 3 more cards         6
to each from the top of the talon, beginning with nondealer.    Finwhing
He then signals the end of the deal by taking the bottom   *ta Deal-
card of the talon and placing it face up on top of the talon.
But this card is not used in play nor are any of the other
cards of the talon.
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